





















trombone (plunger mute) 
vibraphone (metal sheet, polystyrene block, plastic cup, wood sheet, cardboard coffee cup, 2 surfaces) 
melodica 
electric guitar (ebow; delay, distortion, wah and volume pedals) 
violin (polystyrene block) 
cello (polystyrene block) 
 
auxiliary instruments* 
8 desk bells 
8 whistles 
8 harmonicas 
8 bicycle horns 
8 kazoos 
8 shakers 
8 tuning forks 
8 glass bottles 
8 metal biscuit tin lids 
8 wood boxes 
8 squeakers 
8 music box mechanisms 
 
*one of each per player / mixed pitches 
 
8 sample playback devices 
 




















Commissioned by Südwestrundfunk for the 2017 Donaueschinger Musiktage.  





Each player needs a table with their 12 auxiliary instruments placed on it. The arrangement of the instruments should be identical for each player so that when they reach for an 
instrument, all players move in the same direction.  
 
The percussion, violin and cello players should additionally fix their bowed objects on the table. 
 
The players each need a sample playback device (e.g. a tablet, keyboard, or control surface). These should ideally be the same for all players. The devices should be placed on the tables, 
or on a separate stand.  
 
The sample playback and voices need to be loud enough to be heard comfortably over the instrumental sounds. This may require amplification in order to achieve a balance. This can 
either be through individual setups for each player or a PA. The spatial location of the sample playback and voices in relation to each player should be maintained. 
 
Each of the sample playback devices should be prepared with the samples listed below. 
































































































































































































































know that your actions reflect within the group explores multitasking, cognitive load and group decision making. The players give and respond to three types of cues: 
spoken words and paired audio samples, auxiliary instruments, and drones. These different cue layers run in parallel, causing players to switch between different modes of 
cue-giving and response. The density, speed and patterning of these cues causes different amounts of cognitive load on the players, altering their response times and with 
it the texture of the resulting music. The cue system also creates a lingua franca between the players, giving them a shared means to direct each other’s behaviour. 
Players may try to exert control over the group, work together, team up to make the task more taxing for individuals, and adopt many other common behaviours that are 
familiar within working groups. The piece embodies the values of consensus, collectivism, and equality, while facilitating approaches that allow for disruption, control, 
vindictiveness and individualism. 
 
The piece involves all players giving cues and responding to cues given by others.  
 
There are three types of cue: 
 
1. SPOKEN WORDS / SAMPLES 
 
There are 48 different cue words and associated samples in six categories (device, human, office, transport, animal, explosion). 
Each player has a selection of 24 of these word-sample pairs. 
The cues are given either as spoken words or sample playback. 
Each time one of the players gives a cue, the players who have an associated sound must play their response as quickly as possible after they hear the cue. The players 
respond independently and should not aim to play in rhythmic unison (although this might occur naturally). Sounds should be generally short. 
For each cue, the responding players play the high pitch (on the left of each pair) in response to a spoken cue and a low pitch (on the right) in response to a sample cue. 
For each cue, four players have a response. Players do not have a response for any cues they give. For example, for the cue ‘motorbike’, the melodica, vibraphone, flute 




Each player has six noise drones.  
Players may begin playing any of these drones at any point. Once they do this, they must continue to play the chosen drone until all players have joined them and are also 
playing drones.  
Other players may continue with other cues until they choose to join those players playing a drone. 
Once all players are playing a drone, the requirement to continue is cancelled, and drone players may return to giving other cues. 
 
3. AUXILIARY INSTRUMENTS 
 
Each player has 12 auxiliary instruments that produce short sounds (instruments that can produce longer sounds, such as harmonica, should also play only short sounds). 
At any point, a player may play one of their auxiliary sounds. 
The other players must then play the same auxiliary sound as soon as possible afterwards. 
 
desk bells: a single strike, with the bell sound left to ring on 
whistles: a single short blow of the whistle 
harmonicas: a single chord in any register (blowing or sucking). Each player should use the same sound each time if possible. 
bicycle horns: a single honk of the horn 
kazoos: a single ‘ooh’ sound on a comfortable vocal register. Each player should use the same sound each time if possible. 
shakers: a short rapid shake of the instrument 
tuning forks: a single strike on the table followed by a short amplification of the pitch by touching the end on the table. 
glass bottles: a single short flute-like blow across the mouth of the bottle 
metal biscuit tin lids: a single strike of the lid with knuckle or beater 
wood boxes: a single strike of the box with knuckle or beater 
squeakers: a single squeeze of the squeaker 




The balance between these three states is free, but in general the word-sample cues should predominate with the drones and objects acting as interruptions, or running in 
parallel. 
 
The sequence of cues is free, but the following should be considered: 
– the piece explores multitasking and cognitive load 
– the general pace of the cues should be fast, although wide variation should be explored. 
– players can vary the density and complexity of the sequences of cues, managing the difficulty of response for other players. 
– repetition, patterning, or sequences of either all spoken words or all samples might reduce the cognitive load on the responding players (reducing response times) 
– each spoken cue has a sample equivalent, allowing mixed modes to be explored 
– do your best: if you miss a cue, try to catch up or move on if you get too far behind. 
 
The piece begins with the players giving word cues. Sample, drone and object cues should be gradually introduced. 
The piece ends when the players stop giving cues and all have responded to the final cue.  







The sound should be on the edge of silence, and stop and start 
irregularly, or have an inconsistent quality due to any associated 
playing techniques. 
bowed objects Players should select indicated objects that produce a complex noise tone when 
bowed (with a lesser pitch component). Bow continuously to produce a sustained 
and uniform sound. 
 
ppp(<>) The sound should centre on the indicated dynamic, but allow any 
micro-variations to emerge naturally (do not try to play them though) 
coffee cup on 
surfaces 
A standard card takeaway coffee cup. Any flat surface may be selected to be 
sampled by the cup (e.g. a metal sheet, polystyrene block, a brick, a wooden tray, 
felt etc.) using the techniques indicated 
wind and brass  
∪  
 
Circle the cup on the surface using the base of cup on surface 
[throat] 
 
A very rapid series of single articulations of the air stream in the 
throat (not a growl or flutter-tongue). The pace should be as fast as 

















Slightly lift fingers for given pitch to the point where it becomes 
unstable and try to maintain this point of balance. 





Conventional whistle tones. Aim for a relatively stable pitch, but 
accept any occasional oscillations.  
distortion Word-sample cues: overdrive, pitch should still be audible 




Partially block the recorder’s labium to produce whistle tones 





Produce tremolo with melodica keys (not breath) 





Press melodica air key only to produce air/noise sound. 





Minimal air pressure necessary to produce sound, which should be 








Closed harmon mute 
bowed strings 
 
 o  
 




Diamond noteheads indicate a harmonic pressure left hand fingering. The indicated 
pitch and roman numeral denote the position of the finger and the string to be 
used. This will produce a range of results from relatively clear harmonics through to 
(coloured) noise. 
 
Blocked – as closed, but with extra pressure to seal the tube as 





Damp all strings lightly with the fingers of the left hand. A coloured pitch/noise 
sound will result. Bow indicated strings. 
+  Mute tremolo involving a small uneven shaking movement of the 




Bow the tailpiece to produce a resonant pitch/noise sound. 
percussion   
[body/wood] 
 
Bow the body of the instrument, or a separate piece of wood if preferred. 





Lift spike off floor and bow near its end. 
superball Drag superball across vibraphone bar to produce a slightly 
modulated sustained tone. 
 
 
If string players prefer not to bow the tailpiece or body due to a concern about their instruments, 
those actions should be omitted from the pool of options available to them, or replaced by bowing a 




































































































































































know that your actions reflect within the group (2017)
CAMERA
James Saunders
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